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Choose from among ten top pro skaters and skate on the street and in 
three deep round half-pipes. In Tony Hawk’s Pro Skater™ for the color Game 
Boy, there are two basic styles of play. The first 
is a mix of racing, jumping, and grind tricks 
through five different courses. The second style 
of play is all.about performing j jumpate are 
combinations in half- Pip the yo ae 


Plus, you'll be a pro vert Achat who can fly 
high in the pipe. 
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QUICK START 


* Choose a mode of play from the Mode Select menu. (See Mode Select 
Menu on page 6 for further info.) 

Choose one of ten pro skaters to play as. 

Choose a course. 

Press Start to skate! 


BASIC CONTROLS FOR COURSE-BASED MODES* 
* Press € and=}to turn left and right 
* Double-Tap #Sfor a speed burst (if you have one or more speed power- 
ups) 
Press the B Button to power slide (brake by skidding sideways). 
Use the B Button while turning to turn at a sharper angle (this will also 
cause you to slow down.) 
Use the A Button to jump on or over obstacles. 


“ See Skating Controls for Half-Pipe Mode on page 8 for half-pipe controls. 


STARTING UP 


Turn off the power switch on your 
Nintendo Game Boy® System. Never insert or 
remove a Game Pak when the power is on. 


Insert the Tony Hawk’s Pro Skater Game Pak 
into the slot on the back of the Game Boy, 
with the label facing out. Press the Game 
Pak firmly to lock it in place. 


Turn the Game Boy A Button 
power switch on. 
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GAME MENUS 
To select menu options, use the Control Pad #4//€/> to navigate 
through the menu options, highlight the faut you want to select, and press 
Start or A Button to accept. 


GAME RESET 
You can reset to the Tony Hawk’s Pro Skater 
title screen at any time during gameplay by 
holding down Start, Select, A, and B Buttons 
simultaneously. 


WARNING: You will abort your current game 
and lose all information from it. 


MODE SELECT MENU 


In all four game modes you can choose to skate as any one of the ten pro 
skaters available. You will take on that skater’s abilities and style. First 
choose one of the following modes from the Mode Select screen to begin 
playing Tony Hawk’s Pro. Skater. 

|. Half-pipe Mode — Execute as many jumps .~ 
and combos in the half-pipe as you can 
within the time limit. This is purely a timed 
level. Practice performing as many tricks 
in a combination as you can. Make sure to 
stay high in the air to maximize your 
trick potential. 

2. Tournament Mode — Compete against 
three randomly selected, computer- 
controlled opponents in a multi-course 
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series. Your tournament ranking is accumulated over all courses, and is 
a combination of points you get for the place you finished (first, sec- 
ond, third, etc.), your trick points (you get points for each grind and 
jump trick successfully executed), and. bonus points for videotapes 
picked up along the way. 

. Link Mode — A single course competition against another Gameboy 
Color player via the Game Link® Cable. Link mode is scored in.thesame 
way as Tournament mode, with place, tricks; and pick-ups all scoring 
points. 

. One-on-One versus CPU — This is simply a race for speed against one 
randomly selected, computer-controlled opponent. You can do tricks 
along the way if you want, but you won’t get any points for them. All 
that matters is who gets to the finish line first, so skate as fast as you 
can and pump that board to move it faster. 


SRATING CONTROLS FOR HALF-PIPE MODE 


The key in Half-pipe mode is to build up momentum and get high enough 
in the air to execute multi-trick combos. Make sure you finish your tricks 
before you land, or you'll do a faceplant. 

* When skating with your wheels on the surface of the half-pipe, use the 
Control Pad €/=» to point in the direction of motion to 
“pump” your way up higher on the 
wall and get high enough in the air to 
do tricks. If you don’t pump on each 
pass through the half-pipe, you will 
eventually lose momentum and not get 
up high enough to do tricks. 
In the air, you have the following three 
basic groupings of moves that you can 
combine into combination moves: 


|. Rotation: Push the A Button to rotate 180 degrees for each time the 
button is pushed. With enough height, Tony can pull off a 900 (five 
consecutive A Button presses). Other skaters max out a 
consecutive A Button presses). 
2. B Button Tricks: 
» €-B Button = Back Flip (as points) 
» -}-B Button = Heelflip (30 points) 
» #-B Button = 360 Shove It (30 points) 
» -B Button = Impossible (30 points) 
3. A Button Tricks: 
» €-A Button = Method (20 points) 
» —}-A Button = Indy Nosebone 
(20 points) 
» #\-A Button = Japan Air (20 points) 
» W-A Button = Tail Grab (20 points) 
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* Combo scoring works by totaling up the point scores for each individual 


trick, and multiplying that total by the 
number of tricks, also known as the Bonus f 
Multiplier. For example: = hp 
» Kickflip (30 points) + es”. Ci 
180 rotation (3 points) = Sees 
(30 + 3) x 2. = 66 points 
» Heelflip (30 points) + 


Method (20 points) ; 
Impossible rt 
(30 + 20 30) x 3=2 

* The poi We for any trick 


decrease sock time the same trick is executed, reaching 
the minimum award at and beyond the fifth time the trick is executed. 
Vary your tricks and combos to get the highest scores! 


SKATING CONTROLS OW COURSES 


(TOURNAMENT, LINK, ONE-ON-ONE-VERSUS 


CPU MODES) 

The basic deal here is to get to the finish 
quickly, while executing tricks and picking 
up bonuses along the way. You can also 
knock down your opponents, if that’s the kind 
of person you are. 


AIRBORNE TRICKS 

Airborne tricks can be executed when you’re skating in course modes 
(Tournament mode, Link mode, and One-on-One versus CPU mode). To exe- 
cute these tricks, press the following key combos while you are in the air 
after launching off a ramp. If you execute a trick successfully, you'll see a 
full-screen image showing the move you pulled off. If you’re playing in Link 
mode, your opponent's screen will display a graphic showing that 
you're the coolest. 


* €-A Button OR -A Button = Indy 
(3 points) 
* #-A Button OR W-A Button = 
Stale Fish (3 points) 
+ Y-€-A Button = Japan Air (5 points) 
+ Y-m-A Button = Method (5 points) 
+ }>-W-A Button = Tail Grab (5 points) 
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GRIND TRICKS 
Grind tricks are also only available in course modes. When you jump up 
onto “grindable” objects (railings, park benches, etc, ), you will ees ae sr 
execute a grind trick with key combinations ¢ 5 Of of the Ree onesie 3 
and B Button. Not all objects, like cars, that — 
can be jumped on can be grinded. 


- \-B Button = 50-50 Grind (2 points) 
- €->-B Button = Board Slide (3 points) “8 | 
> Y-€-B Button = Smith Grind (4 points) sree 7 
You can execute as many grind tricks as you 
want on any surface, but you will only get 
points for the first grind on any surface. Grind 
tricks don’t display a special graphic like the 
airborne tricks. You'll watch your skater perform the grind in real time, and 
the name of the trick and the number of points are displayed. 


Video Tapes—Get bonus points for picking up video tapes in Tournament 
mode and Link Mode. 


PASSWORD 


In Tournament mode you will be awarded a password each time you.com- 
plete a stage of a multi-course tournament. You can.use’a password to 
resume a tournament in progress from the point where you got the password 
by selecting the Continue option after starting 
Tournament mode. In order to resume a pass- 
word game, enter the password by selecting 
the characters Using ‘the Control Pad nv, 
and the Control Pad €/=> to change the slot 
position. Press Start to load the game. 


You will resume your game at the same 
place where the password was awarded. 
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LINK MODE GAME 


Once you choose a Link mode game, each player may choose a skater from 
among the ten pro skaters available. One player chooses the course on which 
to compete. Press Start to begin the Link mode game. 


Note: You will need a Nintendo Game Link’ Cable, two Game Boy Color.units, 

and two copies of Tony Hawk’s Pro Skater. Multiplayer play via the Game Link 
Cable is a special feature for owners of Game Boy Color, and is available only 
for Game Boy Color vs. Game Boy Color competition. 


Please turn each Game Boy off and then back on before starting multiplayer 
games. 


THE SRATERS 


TONY HAWK 


The father of two and husband of one, Tony Hawk is arguably the single most 
influential skateboarder of all time. Born and raised in the hazy daze of Southern 
California, Tony has forgotten more tricks than most people learn in a lifetime. 
His contributions to the sport are endless—most recently, unearthing skate- 
boarding’s holy grail by becoming the only person to successfully land a 900 . 
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USA 
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16 
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BOB BURNQUIST 
Brazilian-born Bob Burnquist snuck onto the scene six years ago (winning 
the first pro contest he entered) and has been puzzling onlookers ever since: 
His unique style and switch-stance tendencies make Bob one of the most 
exciting and original skaters to come down the pike in decades. 


Ollie LITE4 
Speed SAO 
Air ARY BY ist BS OB? a 
Balance (ar ie a 
Age 22 

Born Brazil 
Hometown Encinitas 
Years Pro 7 

Stance Regular 
Height 5‘ 


KAREEM CAMPBELL 


Kareem Campbell was born in New York City and grew up in Los Angeles— 


breaking down any East vs. West barriers that his predecessors may have set 
up for him. His dual coast citizenship has led Kareem to develop a smooth 
metropolitan style based on the mastery of “real” street settings. 
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RUNE GLIFBERG 
Originally from Copenhagen, Denmark, Rune Glifberg now hails from 
Huntington Beach, California. He’s skilled on all terrain, comfortably domi- 
nating wherever he chooses to ride. But, while it’s not uncommon to see him 
sessioning a backyard pool or cruising the streets, his true talent shines in 
the wide-open, trick-to-trick arena of vertical skateboarding. 


Ollie 1ifig 
Speed PETER? 
Air CAE LAL 
Balance //i 

Age 25 

Born Denmark 
Hometown Costa Mesa 
Years Pro 7 

Stance Regular 
Height 5 


BUCKY LASEK 
Weaned on the characteristically rough structures of the East Coast scene— 
skills hardened and honed to perfection in Baltimore, Maryland—Bucky Lasek 
is easily half a step ahead of skateboarding’s norm. Recently, he relocated all 
his power, originality, and style to Carlsbad, California to show the entire 
world where he’s from and where he’s at. 


Ollie LAALG 
Speed PEED TA 
Air Ae A baa den Aa 
Balance LAL 
Age 26 

Cera Gabad 
Years Pro 9 
Stance Regular 
Height 50 


CHAD MUSKA 
From the boulevards of his native Las Vegas, to any of his adopted urban 
havens, Chad Muska is at home. This self-styled professional has taken his 
brand of street level promotions and skate-and-relate creativity to another 
level, delivering tons of it to Everytown U.S.A. Muska expresses an enthusiasm 
for the sport of skateboarding that is only equaled by his on-board skills. 


Ollie TFET ET 
Speed fee ae ae 

Air Soe Ae SY : 
Balance i i i a i | 
Age 22 

Born USA 
Hometown Los Angeles 
Years Pro 5 

Stance Reghlar 
Height 510 


ANDREW REYNOLDS 
Andrew Reynolds has only been pro for three years, but that’s all he’s 
needed to turn the heads of everyone who even remotely cares about skate- 
boarding. Turtle Boy hails from Huntington Beach, California where he holds 
superhero status for his willingness to toss himself off and over gigantic 
gaps, big sets of stairs, and airplane hangars. Wheeeee! 
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Age 20 

Born USA 

Hometown Huntington Beach 
Years Pro 3 

Stance Regular 

Height 6’2 


GEOFF ROWLEY 
A precision-engineered English import, Geoff Rowley is one of those 
smooth-operating skateboarders from England who runs exclusively on 
handrails, huge staircases, and vegetables. Geoff made his way over to 
Huntington Beach, California a few years ago, and the young lad from 
Liverpool has been speeding around the streets ever since. 


Ollie Sitti 
Speed i ie ae ae A 

Air hk Be 4 

Balance es 2 ee EO 
Age 23 

Born UK 

Hometown Huntington Beach 
Years Pro 5 

Stance Regular 

Height 58 


ELISSA STEAMER 
Ft. Myers, Florida’s own Elissa Steamer is the first female to have a pro 
model street board with her name on it. How’s that? Well, in the last six all- 
girl events she’s entered Elissa has gone undefeated. In this year’s springtime 
classic, The Skatepark of Tampa Pro Contest, she made the cut skating 
against the big boys. How ya’ like her now? 


Ollie CLA A 
Speed isd 

Air * de Gee Gl es g 
Balance fag ie ie a 
Age Undisclosed 
Born USA 
Hometown Fort Myers 
Years Pro ' 

Stance Regular 
Height 5h 


JAMIE THOMAS 
Alabama transplant Jamie Thomas goes big. A current resident alien of 
Encinitas, California, this fledgling alpha male has been pro for six of his 
twelve years of skateboarding. During that time he’s directed and edited six 
videos while skating everyday—breaking off hundreds upon thousands of the 
world’s longest and biggest handrails—his way. 


Ollie YAY Say a La 
Speed | BS eg ASF ae 

Air ib ee 
Balance eer 7 / 
Age 2h 

Born USA 
Hometown Encinitas 
Years Pro 6 

Stance Regular 
Height 5'10 
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CUSTOMER SUPPORT 


INTERNET CUSTOMER SUPPORT 


support@activision.com or http://www.activision.com 


OTHER CONTACT METHODS 
Fax (310) 255-2151 
Mail — Activision, Customer Support, P.O. Box 67713, 
Los Angeles, CA 90067 
Phone Call our 24-hour voice-mail 
system for answers to our 
most frequently asked 
questions at (310) 255- 2050. 
Or contact a customer service 
representative at the same 
number between the hours 
of 9:00 a.m. and 5:00 p.m 


(Pacific Time) Monday through Friday, except holidays. 


For Hints and Tips on 
Activision Games, Call: 


| (900) 680-HINT® U.S. (99¢ per minute) 


1 (900) 451-4849" Canada 
($1.49 per minute) 


*Must be 18 years or older and have a touch tone phone. 


SOFTWARE LICENSE AGREEMENT 
IMPORTANT - READ CAREFULLY: USE OF THIS PROGRAM IS SUBJECT TO THE SOFTWARE LICENSE TERMS SET FORTH BELOW. "PROGRAM" 
INCLUDES THE SOFTWARE INCLUDED WITH THIS AGREEMENT, THE ASSOCIATED MEDIA, ANY PRINTED MATERIALS, AND ANY ON-LINE OR 
ELECTRONIC DOCUMENTATION, AND ANY AND ALL COPIES AND DERIVATIVE WORKS OF SUCH SOFTWARE AND MATERIALS. BY OPENING 
THIS PACKAGE, AND/OR USING THE PROGRAM, YOU ACCEPT THE TERMS OF THIS LICENSE WITH ACTIVISION, INC. ("ACTIVISION’). 
LIMITED USE LICENSE. Activision wy you the non- “exclusive, non-transferable, limited right and license to use one copy of this Program sole- 


Program. en % 

OWNERSHIP. All title, ownership rights and intellectual property rights in pais iis Progr: i ies (including ; 

limited to any titles, computer code, themes, objects, characters, cha s, stories sty catch phrases, locations, concepts, artwork, 

animation, sounds, musical compositions, audio-visual effects, methods of operation, moral rights, and any related documentation, incorporated 

into this Program) are owned by Activision or its licensors. This Program is protected by the copyright laws of the United States, international 

copyright treaties and conventions and other laws. This Program contains certain licensed materials and Activision’s licensors may protect their 

rights in the event of any violation of this Agreement. 

YOU SHALL NOT: 

¢ Exploit this Program or any of its parts commercially, including but not limited to use at a cyber cafe, computer gaming center or any other 
location-based site. Activision may offer a separate Site License Agreement to permit you to make this Program available for commercial use; 
see the contact information below. 

* Sell, rent, lease, license, distribute or otherwise transfer this Program, or any copies of this Program, without the express prior written con- 
sent of Activision. 

* Reverse engineer, derive source code, modify, decompile, disassemble, or create derivative works of this Program, in whole or in part. 

* Remove, disable or circumvent any proprietary notices or labels contained on or within the Program. 

¢ Export or re-export this Program or any copy or adaptation in violation of any applicable laws or regulations. 

LIMITED WARRANTY. Activision warrants to the original consumer purchaser of this Program that the recording medium on which the Program 

is recorded will be free from defects in material and workmanship for 90 days from the date of purchase. If the recording medium is found 

defective within 90 days of original purchase, Activision agrees to replace, free of charge, any product discovered to be defective within such 

period upon its receipt of the Product, postage paid, with proof of the date of purchase, as long as the Program is still being manufactured by 

Activision. In the event that the Program is no longer available, Activision retains the right to substitute a similar program of equal or greater 

value. This warranty is limited to the recording medium containing the Program as originally provided by Activision and is not applicable to nor- 

mal wear and tear. This warranty shall not be applicable and shall be void if the defect has arisen through abuse, mistreatment, or neglect. Any 

implied warranties prescribed by statute are expressly limited to the 90-day period described above. 

EXCEPT AS SET FORTH ABOVE, THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, EXPRESS 

OR IMPLIED, INCLUDING ANY WARRANTY OF MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE OR NON-INFRINGEMENT, 

AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY KIND SHALL BE BINDING ON OR OBLIGATE ACTIVISION. 


When returning the Program for warranty replacement please send the original product cartridge only in protective packaging and include: 
(1) a photocopy of your dated sales receipt; (2) your name and return address typed or clearly printed; (3) a brief note describing the defect, the 
problem(s) you are encountered and the system on which you are running the Program; (4) if you are returning the Program after the 90-day war- 
ranty period, but within one year after the date of purchase, please include check or money order for $15 U.S. currency per cartridge replacement. 
Note: Certified mail recommended. 
In the U.S. send to: Warranty Replacements, Activision, Inc., P.O. Box 67713, Los Angeles, California 90067 
LIMITATION ON DAMAGES. IN NO EVENT WILL ACTIVISION BE LIABLE FOR SPECIAL, INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING 
FROM POSSESSION, USE OR MALFUNCTION OF THE PROGRAM, INCLUDING DAMAGES TO PROPERTY, LOSS OF GOODWILL, COMPUTER FAIL- 
URE OR MALFUNCTION AND, TO THE EXTENT PERMITTED BY LAW, DAMAGES FOR PERSONAL INJURIES, EVEN IF ACTIVISION HAS BEEN 
ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. ACTIVISION’S LIABILITY SHALL NOT EXCEED THE ACTUAL PRICE PAID FOR THE LICENSE 
TO USE THIS PROGRAM. SOME STATES/COUNTRIES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS AND/OR THE 
EXCLUSION OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATIONS AND/OR EXCLUSION OR LIMITATION 
OF LIABILITY MAY NOT APPLY TO YOU. THIS WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS, AND YOU MAY HAVE OTHER. RIG 
VARY FROM JURISDICTION TO JURISDICTION. ae 
TERMINATION. Without prejudice to anyother rights of Activision, this Agreement will ti term nate with its terms 
and conditions. In such event, yousmust destroy all copies of this Program and 2) > 
U.S. GOVERNMENT RESTRICTED RIGHTS. The Program and document 
“Commercial Computer Software” or “restricted computer se 
subcontractor is subject to the restrictions set forth 
DFARS 252.227-7013 or as set forth in subp 
52.227-19, as applicable. The Contra 
INJUNCTION. Because Activisio { aged i 
Activision shall be entitled, d, other security or proot of damages, to appropriate equitable remedies with respect to breaches of this 
Agreement, in addition to such other remedies as Activision may otherwise have under applicable laws. 
INDEMNITY. You agree to indemnify, defend and hold Activision, its partners, affiliates, contractors, officers, directors, employees and agents harm- 
less from all damages, losses and expenses arising directly or indirectly from your acts and omissions to act in using the Product pursuant to the 
terms of this Agreement 
MISCELLANEOUS. This Agreement represents the complete agreement concerning this license between the parties and supersedes all prior agree- 
ments and representations between them. It may be amended only by a writing executed by both parties. If any provision of this Agreement is held 
to be unenforceable for any reason, such provision shall be reformed only to the extent necessary to make it enforceable and the remaining provi- 
sions of this Agreement shall not be affected. This Agreement shall be construed under California law as such law is.applied to agreements between 
California residents entered into and to be performed within California, except as governed by federal law and you consent to the exclusive jurisdic- 
tion of the state and federal courts in Los Angeles, California. If you have any questions concerning this license, you may contact Activision at 
Ge) 3100 Ocean Park Boulevard, Santa Monica, California 90405, (310) 255-2000, Attn. Business and Legal Affairs, 
30 
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Park Boulevard, Santa Monica, California 90405. 


legal@activision.com. 
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“THE END” 


RUNNING TIME 
42 MINUTES 
PARENTAL GUIDANCE 
SUGGESTED 


. _ somes 4A 
TONY HAWK — TONY HAWK , J FALCON 3 SIGNATURE HAWK 2 
“FULL SKULL” “FALCON 3 GIANT B LOGO 55MM NATURAL T-SHIRT 
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Battle squadron after squadron 
of alien forces as they pulse 
down through the menacing 
sky. No time to stop! 

You can’t look away! 

The pressure’s on: 

you've got a galaxy to save. 


Activision, Inc. aii 
P.O. Box 67713,,Los Angeles, CA 90067 


©1999 Activision, Inc. Space Invaders is a registered trademark of TAITO. nis product contains portions of original “Space 
Invaders” product licensed to Activision by TAITO. ©1978 TAITO. TAITO is a registered trademark of Taito Corporation. 


Activision is a registered trademark and Tony Hawk's Pro Skater and Pro Skater are trademarks of Activision, Inc. ©1999, 2000 
Activision, Inc. Tony Hawk is a trademark of Tony Hawk. Licensed by Nintendo. Nintendo, Game Boy, Game Boy Color and the offi- 
cial seal are trademarks of Nintendo of America Inc. ©1989, 1998 Nintendo pf America Inc. The ratings icon is a trademark of the 
Interactive Digital Software Association. All other trademarks and tradefames are the properties of their respective owners. 
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